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Getting Started 


What you will Need 

To play The Ancient Art of Wat in the Skies you will need: 

• IBM PC or 100% compatible, with 565K free memory avail¬ 
able, and a 10 MHZ 286 processor or faster. 

• At least one 5.25" high density or 3.5" diskdrive. A hard 
disk is required with 4MB free. 

• VGA graphics card. (CGA and EGA not supported). 

• MS-DOS or PC-DOS version 3.0 or higher. 

• Optional 

•Sound Blaster, Sound Master 2, Ad-Lib, Pro Audio 
spectrum, or Roland MT-32 sound cards. SoundBlaster 
or compatible board, required for digital sound effects. 
•Mouse 
•Joystick 


The Install Program 

The Ancient Art of War in the Skies install program gives you the 
following options, which we suggest you use in the order given. 

To run the installation program, put the first disk in the 
appropriate disk drive, type that drive letter, a colon, and press the 
Return or Enter key. Then type install and press Enter or Return. For 
example, if you insert the first disk in drive “A:”, type 
A: INSTALL 

and press Return (Enter). If you inserted the first disk in drive “B:”, 
type B: install and press Return. Follow the on screen prompts to 
begin installation. If the install program will not run on your 
computer, contact MicroProse customer service at (410) 771-1151. 

Display readme.txt File: This includes the latest information 
and updates about The Ancient Art of War in the Skies. Review this 
first. 

Install Game Files: This creates the The Ancient Art of War in the 
Skies game on your hard disk. The Ancient Art of War in the Skies must 
be installed on a hard disk to run. Because files on the enclosed floppy 
disks are greatly compressed, you must use the installation program 
to transfer the files to the hard disk. The install program copies and 


decompresses these files as quickly as possible. The amount of time 
varies with the speed of your computer (for example, a 33 MHz 80486 
will run much faster than a 12 MHz 80286) 

Reconfigure Hardware Options: This option allows you to 
select the appropriate music and sound effects systems for The 
Anciettt Art of War in the Skies. The program attempts to detect the 
sound systems supported by your computer. Devices lower down 
the list generally provide more advanced sound capability. In some 
cases, our program cannot detect your sound hardware, especially if 
it has a non-standard configuration for addresses, IRQs and/or DRQ 
(DMA). Therefore, you can select any option from this list. 

If the hardware selected has special configuration options, a 
second choice allows you to specify the Sound Card Address. 
Standard default options are shown. Be careful with this choice — 
errors can cause serious problems for your system. You may need to 
consult the set-up guide for your sound system, including notes 
made during its installation into your computer. 

After you select the music system, you are given another list of 
options for sound effects. 

Game Startup 

Once Ancient Art of War in the Skies is installed and configured, you 
can run it from your hard disk. 

At the DOS prompt, change to the subdirectory that contains 
The Ancient Art of War in the Skies. If you installed The Ancient Art of 
War in the Skies to the suggested default directory on your C: drive, 
you would type: 

cd c:\mps\skies 

and press Enter or Return. 

Now that you are in the correct subdirectory, type 

skies 

and press Enter or Return. The game will begin. 

Be aware that when running from hard disk, you are using the 
hard disks machine configuration. This configuration must have 
sufficient main memory. 
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Changing Configurations: After The Ancient Art of War in the 
Skies is installed, you can re-run the install program to change the 
configuration (sound setup )or view readme.txt. You do this from 
the DOS prompt by switching to theAncient Art subdirectory (cd 
c:\mps\skies), type install and press Return. 


The Airfield 

After starting the game, the opening title sequence will play. When 
it concludes, you will be at the airfield. To skip the title sequence, 
press any key and you will go directly to the airfield. 

The Airfield can be thought of as the “Main Menu”. From here 
you can access the various parts of the game. If you don’t do anything 
for 30 seconds, the game will begin a self-playing demo. Press any key 
to exit the demo. 


Game Controls 

Available commands and options appear on the top line of the screen. 
To activate a command simply press the first letter of the command 
or the key it describes. 

The Menu and Option screens can be navigated with 
the following keys: 

Keypad Arrow Keys: Select different options. 

Enter: Activate selected option or the default option which 
is highlighted in red at the top of the screen. 

Esc: Close the current clipboard or window and back up. 
Ctrl-Q: Exit to DOS. 


Mouse Control 

Left button = Enter key. 

Right button = Esc key. 


Joystick Control 

Ifyour joystick is not on, select Game Options from the Airfield Clipboard. 
Primary button = Enter key. 

Secondary button = Esc key. 

Stick = Arrow keys. 

Since joysticks come in different varieties, you should experi¬ 
ment to determine which button is which. 


Playing a Campaign 

If this is your first time through the game, we suggest you try some 
of the Training missions to learn how to bomb and dogfight before 
playing a full war campaign. Select Training from the Clipboard and 
skip ahead to the Dogfight or Bombing description on this card. 
For detailed instructions, see Book I of the Training Manual. 
If you want to jump right into the thick of things, follow these 
simple steps to start the game: 

1. From DOS, type SKIES <ENTER>. 

2. From the Airfield Clipboard, select Go to War. 

3. Answer the question on the Roundel. 

4. Select a campaign title. 

5. Select Begin the Campaign. 

6. The campaign begins when you see the overview map 
with the pictures of your opponents. 

Overview of a Campaign 

Your primary activity is to send your fighters and bombers, which are 
stationed at your airfields, on dogfight and bombing missions. When one 
of your fighter squadrons encounters an enemy squadron you can “zoom 
in” to a dogfight. When one of your bomber squadrons reaches a 
designated target, you can “zoom in” and direct the bombing run. 


This Official Proof-of-Purchase 
can earn you a free backup disk! 
Details on Backup Order Form. 

The Ancient 
Art of War 
in the Skies 
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There are three ways to win: 

1. Capture/destroy all enemy airfields/aircraft. 

2. Capture or destroy any enemy Capital. 

3. Force the enemy to surrender. 

You capture territory when the battle front (the jagged double 
line that stretches across the map) advances into enemy territory. 
You can influence the movement of the front by strategically 
bombing enemy targets and the front itself. 

For more details on game strategy see Book II of the manual, the 
Planning Guide. 

The Marker 

You interact with the game at the map level with the Marker. When over 
Allied territory (the green side) it is a Roundel. When the marker is over 
Central Powers territory (the red side) it is an Iron Cross. It is used to give 
instructions to your units and to leam information about enemy forces. 
The Marker can be moved with the arrow keys, mouse or joystick. 

You can send a squad on a mission by moving the Marker to one 
of your airbases (the Marker will turn into a magnifying glass). Press 
<ENTER> and follow the instructions at the top of the screen. 

There are 9 types of strategic targets that you can bomb. You can 
identify these targets by moving your Marker over them. If it is a valid 
target, it will be identified in the window at the top right of the screen. 
You can also bomb the front. 



Your Official Proof-of-Purchase is 
located on the reverse side. 


The official proof-of-purchase is 
required when orderi ng a backup copy i 

of your game, and when participating 
in most MicroProse promotions! 
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Map Level Controls 


Arrow Keys: Move Marker 

Scroll map when Marker toggled off. 

Enter Key: Select squad under Marker. 

Select an option. 

Esc Key: Select clipboard with additional options. 

To backup/unselect an option. 

Letter Keys: Activate menu command that starts with that 
letter. Example: Press T to change Time. 

Ins key: Toggle Marker on and off. 

Alt-S: Toggle sound on and off. 

Alt-M: Enable mouse or disable mouse. 

Alt-J: Turn joystick on and off. 

F1: “Boss key”. Press this key to quickly blank the 

screen. Press FI to continue or Ctrl Q to 
exit to DOS. 

Ctrl Q: Exit to DOS. 


Menu and Clipboard 

Some of your available commands appear on the menu bar. Others 
are on the clipboard. Press the first letter of a menu command or Esc 
for the clipboard. Not all commands are available at all times. 

Time: Adjusts the speed of the game. 

Dogfight: When two squads encounter, they will be replaced 
with a dogfight encounter symbol. Use this command to 
“Zoom in” and participate in the dogfight. If you wait too 
long, the dogfight will begin without you. 

Bomb: When your bomber squad reaches its target, it will be 
replaced with a bomb symbol. Use this command to “Zoom 
in” and participate in a bombing run. If you wait too long, 
the bombers will begin without you. 

Squad Info: Lets you change the Flight Plan or path of your 
airborne squads. 

Overview Map (Alt-O): Shows a miniature view of the map. 

Look at Campaign Rules: Shows you the rules settings for 
current campaign. 

Show All Flight Paths: Displays the flight paths of all your 
squads that are in the air. 
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Save Campaign (Alt-D): Saves your game to disk. 

Restart Campaign: This lets you begin the campaign over. 
Display Help Window (Alt-H): This lets you see the Help Window. 
Mission: This command lets you select a squadron and send it 
on a mission. 

Surrender: Quit the campaign. 


Missions 

1. To send a squadron of planes on a mission, move the Marker 
over one of your airfields that has planes on it and select Mission. 

2. Assemble a squadron by selecting up to three fighter pilots 
and up to three bombers. 

3. Change the squadron’s Flight Settings by adjusting the 
following parameters: Altitude, Speed, Formation or Orders. 

4. Select “Done” when finished with flight settings. 

5. Assign a flight path to your squadron by marking vector 
points. When your squad reaches the end of its path it will retrace its 
path. If its last vector point is a friendly airfield, it will land there. 


Dogfight 

When you “Zoom in” to a dogfight, you will be able to control 
fighters in close combat. Please see the “Flying a Fighter” chapter in 
the manual for more details. 

Flight Controls: 

Direction: 

climb left nose up climb right 

7 8 9 

level flight left 4 6 level flight right 

1 2 3 

dive left nose down dive right 
Other Fighter Control Keys: 

Ins: half roll. 

Space Bar: fire machine gun. 

+: More Throttle. 

Less Throttle. 


Special Commands 

All special commands are shown in the box at the lower right corner 
of the screen. The commands available will change depending on the 
situation. Press the first letter of the command to use it. 

View: Press <V> to alternate between Near View and Far View. 

New Plane: Press <N> to control another friendly fighter. The 
fighter you are controlling is the one with the puffs of 
white smoke. 

Pause: Press <P> to pause the game. Press any key to continue. 

Rules: Press <R> to adjust the settings for the dogfight. Press 
<S> if you want to save them permanently. See the chapter 
“Flying a Fighter” in the Manual. 

Leave: Press <L> to leave the dogfight and return to the map 
level. The dogfight will continue without you. 

Escape: If the dogfight is not going well for you, press <E> and 
your planes will try to escape from their opponents. Bomb¬ 
ers can not escape. 

Bomber Gunner Controls 
Up Arrow:Aim gun up 
Down Arrow: Aim gun down 
Space Bar: Fire gun. 

New Post:Press <N> to alternate between the front and rear 
gunner position on your bomber. 


Bombing Run 

When you zoom in to a bombing encounter, you can direct the 
bombing run for your squad. Please see the “Flying a Bomber” 
chapter in the manual for more details. 

Bombing Run 

1 . Select a Bomber: If you have more than one bomber in the 
squad you can select which one to use. 

2. Select an Approach: The Recon Photo shows you the bombing 

area. The blue circles are your assigned targets. The red X’s mark 
the anti aircraft guns that you should avoid if possible. You 
can enter the bombing area from any side. Follow the instruc¬ 
tions at the top of the screen to move the bomber to where you 
want it to enter the bombing area and press <ENTER>. 
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3. Flying Your Bomber: To change the direction your bomber 
is flying, use the Arrow Keys. 


NW N NE 

7 8 9 

West 4 6 East 

1 2 3 

SW S SE 


Customer Service 
& Technical Support 

Telephone help is available Monday to Friday, 
9AM to 5PM EST, at the following phone number: 
(410) 771-1151 


Modem Bulletin Board Support 

MicroProse maintains a bulletin board service (BBS) for mo¬ 
dem users. You can post messages and questions here, or get 
demos and updates, 24 hours a day, 7 days a week. 

(410) 785-1841 

Modem setting 8,N,1; speeds to 9600 baud 


Other Bomber Control Keys 

Space Bar: Drop a Bomb. 

Enter: Look at Recon Photo. Press any key to continue 

P: Pause. Press any key to continue. 

Your bombs will fall from the side of the opening by the small 
red pointer. The gauge at the right side of the screen shows the 
number of bombs remaining (25 maximum). 

Remember, this has been a quick overview. For more detailed 
information, see Book I and 11 of the manual 


Modem On-Line Services 

MicroProse offers technical support, updates, and/ 
or general information on various on-line services. 
As of spring 1992, this included the following: 

America Online: Industry Connection, Keyword: 
“MicroProse”, Address: MicroProse. 

CompuServe: Game Publishers Forum, 

“Go GAMPUB”, Address: 76004,2223. 

Delphi: GameSig, Address: MicroProse. 

GEnie: Scorpia RT, Address: “Scorpia”, Address: 
MicroProse. 

Internet: Address: 76004,2223@CompuServe.Com. 
MCI Mail: Address: MicroProse. 

PC-Link: Computer Forum, Keyword “MicroProse”, 
Address: MicroProse. 

Prodigy: Computer Club: Other Games, 

Keyword: “MicroProse”, Address: XHFK15D. 
Promenade: Industry Connection, Keyword: 
“MicroProse”, Address: MicroProse. 

Q-Link: Computer Forum, MicroProse Section, Ad¬ 
dress: MPSLabs. 
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